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Game Start ^ ^ ^ ^^^^ 

Iniert your BRISTLES cartridge into your Atari 5200 SuperSystemas otpteined in your awnm guide, and turn on your sysiesn piug 
one controKer into coritrolier port # I . A second conir&ifer can be inseited into cunnoJJerport tZ fOf two pJayei challenge. 

You can now select either male or female characters with tJifferern names, EflCh player hai a cofo* code. Pla/ef 1 - HJue. PFayer 2 
= green Player 3 - yellow, and Player 4 - purple. Prets KEY #1 to choose the nuinber oF joysticks. Press KEY #2 to choose the 
number or players. To Select the names ot the painters rnovt the contf oiler lever right to tea To select jKiiijsj I through 6. press the 
rtre button on the controHer. 

Press PAUSE once to pause dijring a game. Press PAUSE to resume play. Press RESFTonce to restart a giime during play. 



Painters 



Ttw ar? B different piitnters: 
PETER THE PAINTER PATRICK 
PAM PfJtSCJLLj^ 
PAUL PERRY 
PATTY PEGGY 

hfate: Two players cannot hirve the same nsme. One player C?*n play up to 4 parnters with the use of 1 joyrticlc 

Game Objective 

The object is to paint ill I the rooms fn a buMing without losing your paint brushes and Uefore time runs out. Your goal is to paint all 
S buJJdirfcs En each of the 6 different jkills. Try to getaU the prizes and paint the buildings as fast as possJble to get ^ high score. 
After you finish eacJi buiiding. a word or group of words will appear. Write them dowr>: at the end of a sJtiil |eighi bulldingsf you will 
have a completed message. Diseoverirtg ^IF tn hidden meiSiages (one from each skill] is the ultiiviatc challenge. 




Game Efements 
Elevators 

The elevatorj are used to gain access to the dJiTercnt floors They stop on each floor regardJeJS of the direction they are traveling. 
Always make sure an elevator is compleieiy stopped at a noor before entering otherwise your painter will be knocked down to tUfi 
basement Whenever a painter is knocked down, the overture from the Nutcracl^er Suite will play. You can jump down the elevator 
shaft! to get to the first floor or the basement in a hurry {skills L7. & 3J. in sMiis 4to 6, you will lose a brush if you jump or fall down 
an elevator shaft. Enter through timing and strategy, you can use the elevators to escape from Dumb Buckets m. the Flying Half 
Pints TM, even the retentleis pursuit of the egchet Chucker TiVl. You can share and elevator wiih Brenda the erat nui without any 
corrsequence to you. 



Trtc 3 ladder are loc^tecf in tfw bj wmcnt, Tlity lead to the first fToor. iintJ stop at the bottom of ttie elei/ator shaftJ When you climb 
up a ladder into an eJ^vatOf shaft, you must movi? qu^cFtiy to tine right or left t* avoid bting hit ±>y and elevator. With practice, you 
wiJI ije 3ble to run up a ladder into an elevator and mdc to the floor of your choice 



Paint Brushes 

Each plsycr starts wfth TO pa5rrt bf ushes A player will receive 2 fMint hrushcT tor each building completed. For each mJjtakc a brush 
Fs losL Wherrever fhl5 happens 'Russian Dance" from the Mutcraf ker Suite will play, mti the pslnter will fall down an etevator shaft 
Into the basement- 

Voull fose a bfUJh Jf you 3 re hit by Dumb Bucktts TM, Flying Half Pints TW, the Bucket ChuckerTM, or bump into a stream pip<f or 
Chirrmey. 

^ 

TiJrre Clock ^MI^^^^^^^^^^^^^H^ 

Each biuTilding is timed. TJ^e larger the job, tht! more time you have, bu% don'idilly dalFy! In thefirrt building you are allowed 20 
sEcords. "mereafter your time will ircrenstf by 10 seconds per buHding, The time is displayed as a num^rk value in the lower right 
corner. For the last 5 seconds of game play the floCirs will start to flash. TTiii is to alert you that timeJs running out, 
jSee E coring. Fnd of Level] . 



Pajfit Roflers 



Pmntroiierj arc worth bonus points. Otilckty pafnt the roomfs] occupied by them, rf a dumb bucket gets a paint rotlerfiril^you tose 
ttw chance to gairr extra points. [Set Scoring]. 



Frying Half PrntsTM ^m^^^^^^^^^m 

The first group of buckets you will encounter are the Flying Half Pints, These small buckets fly across the JCfeen from side to side. 
They will nevtr enter the basement. The painter must avoid the Half Pi ntj by ducking under them (j>tiil th<? Joystick lever down J or 
jumping ouer them |push the lewer up). The Half Pints appear on every level, but more of thetn fly acrois the screen wfth eath new 
biJildJng. They wilJ always Flash briefly before flying across to warn you they are coming, 

V 

PyfDb Buckets TM Hi^^^H^^^^^^HI^^^A^ 

T?ic Dumb Buckets always move in a slmifar pattern across th& building from left to right. They first appear in building *2 and 
continue thereafter. They start from the left side of the screen. Their movementj are very predictable. If a Dumb Uuck&t enters Ih^ 
2nd floor ih<! n&xt one wrl] enter the 1 st floor, next the basement leve^ then the top ffoor, and so on. They will run over the right 
hand side of the room they are in iind wait for the next elevator to arrive. The Dumb Bucket will ride one floor on the elevator |in 



wtiTch ever dfrectitm the elevator is headJrrg] and get off. Then, tt wiJI run over to the right hand side oF the next roorti and waft for 
the elevator. Dumb Buckets wiH rot enter safe rooms^ 

Saf€ Rooms 

Safe rooms look like any other rooms. Your pairtter is safe, beta use Dufi^b Buckets wil3 never enter a Safe Room. However. Flying 
Hdir Tints, the SiJcketChLicker, dnd SrentJa the Brat can enter a Safe i?oom. There is always a minimum of 2 safe rooms in every 
tjuilcJjrrg. Try to memorize tHeir locations. Tbey Offer lempofary relfef and a chance to plan t+ie next strateglcmovt 



Brenda the Brat TM 

erenda the erat, the superintendent s daughter is a prankster, She loves to put her handprints or the freshly painted walls. Of 
courie, the player must then repaint theie walh- You lose 40 points evDry-time she puts her handprirrU on a vvalJ, Brendit btfgjns at 
sktIF 1, builcifng number 3, ar^d then ever> other building thereafter You w^ir hear the Chinese Danco" from the Nutcracher iuite 
whenever she putr her handprint on a wall. You can stop Brenda i mischief temporalify by giving Brenda a candy cane. First you 
muit touch a candy cane. Then yoy wiil begin to Rash. While flash tng, you can not paint. You muit pass the candy cane to Brcnda, 
by touching her before you can pauAft?'" To do this, you must enter a room or elevator at the same time as Brenda. while you 
are still ftaihirrg. Thi« wili tJisiHctlfiSfr IS seconds and she will not put handprints on the walls during that time. 

Bucket C hue ker TM 

The Bucket Chuckeris the !ead|^^^ buckets. He is very intelligent. He win pursue you relentlessly back and fortfi, up and down, 
from room lo room. The Buckeff tSStr begins at skill 1, building and then every other bu tiding thereafter. The Bucket 
Chuckercan never be destroyed, bur you may crap him temporarily in the paint miKeror in the basement, between the 5 ladders, 
TO get the Bucket Chucker onto a paint mixer [the square within a square), first turn on the mixing machin-e by touching it. The 
paint mixer win remain on For 4 seconds. If the BucnotChucfcer touches the paint mixer while It Is on, he win qft stucfc and tjcgin 
to shpn<e for a full 4 seconds. I^ you touch any pflint mixer fwhUe the Bucket Chucher I? stJJl stuck] you will incr^^asc the mixing rime 
by an additional 4 seconds. This can be repeated over and over. In order to get the BUfKel Chuekcr stuck In the basrmenl, you 
must first lure him Into the basement between 3 ladders Mow quickly go up a ladder onto the ^i^itfloo/, avoiding the elevator, and 
go right Or Jcft Now the Bucket Chucker is stuck,,, until you lose your next brush. 




Steam Pipes 

A steam pipe extends up From the middle of the Hoor in certain rooms These obstacles begin to appear in skS" 1. building * 5. The 
player will trip over them and lose a bru£h, unless he Jumps over the steam pipe first- 



Refiff Brushes 

When painhng building # 6 jin each skill), a players brush will go dry after 8 rooms hav* h«en pair>te<f. fn bu tiding # 7, your brush 
Wirt gp dry after 7 rooms, in buikling #a, your Iwuih goes dry after 6 rooms. To refill your paint brush, simply touch one of the large 



p^ini bru^hcf displayed in snrnt? of thD roDms in the buildingr This wilt enable you to paint tigain. 



Levels and Skifls ^^^^^^^^^^^^^M^ 

Sristks haj a iQtal of 4€ kv^Es. The iev^l^ tirf divided into 6 shiFIs cojitarning Sbufldjngi, See the Chart below- for the descfiption of 
the different ski^Tj, R^m&iTtber you c^n choose dny skill, if desired, butypu must go to the Dpti&ns screen flr^t 

Shin 1 -pdir>t«r£ uia vijEbEepaint. You can bump into elevators and jump into a Shelf t without Jos jng <i brush. 

Skjil' 2- piiiinierJ ui^5^ cicitr vaj-nish {invisible paint] you can bump into elevators and jump into j shnft Lvithoutfosing j brush. 

$kJI> 3 - iiil iighu ar<^ out. Pointers must paint all buMc[i:ng5 in the dark. Vou cdn bump into eLtVi^tor^ ^nd jump into d ^baft witho-ut 
losing a brush. 

Skill 4- inters use visible paint Vo^u <A/in lose a brush if you bump into ^n elevator c^r jump down a Jhafl 
Skill 5 -painters use ctesir varnish (invisible paint]. Vou will Jose rn brujhif you bump into an elevfitor or jump down a shaft 
Skin t - aJf lights are out Painters must paint ali buildings in the daf Jt. You will lose a tDinjJh if you bump into an elevator orjump 
down a ^ haft. 



Scoring 




Pooms: E^rh room papnted h worth 50 points. It taktzK B brushstrokes, worth 10 points each, to parnta room, 
RoJIcr A borvus of 300 points is awarded if you reach the Priie Paint Rollers before a Dumb Bucket removcj It 
End ofLevei: The tirnercnKainrng on the dock at the Finish of a level is awarded ss bonus points. 
Example - if the timer read 00 1 when you finish, you receive an additional 1 2^0 points. 

Brenda: Brenda wilJ subtmct 40 points from your score every-time she puts <hcr tiand print on v freshly pjriin^tcd iwall. 

Brush Counter: in the basement near the ladders you will jee a paint brusJ^ witJn a 2 digit number next to IL This number represents 

the ampunt of brushes that a player hai reHiaining. 

Score Chart: The extreme bottom of the pifiy icrccn is as fotlowr 

IzQO OQOOCta TiOOOOfX) 

The L IS the level you arc playing. Thesis digits srefor the high score. The Tis for time remaining and bonus points, [See End of 
Level Above], The nejft row up is the score for each pliiyer. 

Which ever score has a paint brush next to it will be flashing This incficutes winich player Is up- in trte above exfimpio player # 3 is u, 
There are ii totiilof 4 different indkators identifying which player li up. 

1 ■ pkiint brush next to score. 

2 - brush counter [hiisement near ladders] wllJ flash. 

3 ■ score flashes. 

4- color of the player up- 



Coming Soon from First Star Software*,, 



Ff!p and Ffop™ 

Join Flip the K^ng^irgi;] and h if frlcntii on s topsy-turny f^scapc from the^ookwppr. Change 3 tju^reE to compfelc esreh 
level. But wait- the entire? level turns over and you h^vt^ to finish upsidt; dowrH Fun for the entire tjmily. 



FLAYER I ei TRIES C5 





BOULDER DASH™ Vol 2 

Here cpmei Rocl<ford in hii irnnjli Souldt^rdflsh sequeF, Larger levels, new challengej and rnorc Souldrrdash ejccitemcnt 



than ever before. 




Richard Spitalny - Frrst Star Software, PubJisher 

Fern^indo Herrer^ - Programmer 

[Robert Diaz - Programming Assistf^nt 

Jerry White - fVtusicaf Translation and Arrangement 

John Swiderski- Mean Hamster Software, Producer 

Steven Tucker - Atari 5200 Conversion 

JoeCody-Atari2600.com. Co-Publisher Distributor 
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